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Abstract. So far, the potential of natural resources has not been fully managed by the 
government or the community. For that we need a mature tourist object planning either by 
visitors or by developers. Communities need information provided on a mobile basis that 
can be accessed anywhere. This information is inseparable from the role of technology that 
supports so that applications can be used by tourists who want to visit either in the form of 
an address or location. Applications that are worthy of use are applications that have been 
tested usefulness or called usability. To test a system requires a questionnaire which one of 
them is SUMI (Software Usability Measurement Inventory). This study uses a method 
adopted from usability engineering lifecycle. The results of this study in the form of 
assessment with several criteria, so the application is feasible to use. 
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Abstrak. Selama ini potensi sumber daya alam belum sepenuhnya dikelola oleh 
pemerintah ataupun masyarakat. Untuk itu diperlukan suatu perencanaan objek wisata 
yang matang baik oleh pengunjung maupun oleh pengembang. Masyarakat memerlukan 
informasi yang disediakan  berbasis mobile yang bisa diakses dimana saja. Informasi ini 
tidak terlepas dari peran teknologi yang menunjang sehingga aplikasi tersebut bisa 
digunakan oleh para wisatawan yang hendak berkunjung baik berupa alamat atau  lokasi. 
Aplikasi yang layak digunakan adalah aplikasi yang sudah diuji kebergunaannya atau 
disebut dengan usability. Untuk menguji sebuah sistem memerlukan kuesioner yang salah 
satunya yaitu SUMI (Software Usability Measurement Inventory). Penelitian ini 
menggunakan metode yang diadopsi dari usability engineering lifecycle. Hasil penelitian 
ini berupa penilaian dengan beberapa kriteria, sehingga aplikasi tersebut layak digunakan.  
Kata Kunci: Tourism object, information, Usability, SUMI, usability engineering lifecycle 
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1. Introduction 
So far, the potential of natural resources that can be managed and developed and utilized by 
local communities is through fisheries and tourism activities [1]. So that it is necessary to 
develop tourist sites that are full of careful planning accompanied by accurate data which is one 
of the references for tourists to determine their destination and gain satisfaction in traveling [2]. 
Journal of Computing and Applied Informatics (JoCAI) Vol. 03, No. 02, 2019 102 
 
Besides that, information about tourist objects requires the availability of the right information 
both through addresses, costs and attractions that are not yet known to the public [3]. Therefore, 
information technology plays an important role in optimizing tourism growth [4]. To overcome 
the need for information, a system is needed to provide all the information needed [5]. The key 
to an information system that is well received by society is the usability or usability of an 
information system. The formulation of the problem in this study is the need to use usability 
engineering and usability evaluation on a system, making it easier for users to use an application 
Usability is very necessary to evaluate the system to be designed [6]. Usability is then evaluated 
using several questionnaires, for example the SUMI (Software Usability Measurement 
Inventory) questionnaire. So the title that I raised in this study was "Usability Engineering and 
Usability Evaluation in the Bogor Regency Tourism and Culture Information System". 
2. Objectives of the Study 
This study aimed to: 
1. Discuss the feasibility of a system that will be used by users. 
2. The researcher uses a method adopted from the Usability Engineering Life Cycle method 
[7]. 
3. Usability evaluation questionnaire using SUMI questionnaire. 
4. The results of the study are in the form of a measure that can be used as a benchmark for the 
use of a system. 
3. Teoritical Framework 
3.1. Related Research 
The study, entitled Usability Testing to Improve the Mobile Application Interface, discusses 
usability testing in children's applications by using the field observation method by observing 
users how they use the application. The components tested are in the form of components of 
effectiveness, efficiency and satisfaction. The test results show that the direct observation 
method in children can increase the usability value of M-Breakfast Nutrition from 78.4% to 
91.1% so that the application is expected to be in accordance with the objectives so that it can 
be accepted by the user [8]. 
The study entitled Application of Usability Method Testing on Prabumulih City Government 
Website Evaluation, discusses how far the mistakes made by users and measuring the contents 
of the website are based on the implementation of regional government web sites issued by the 
Ministry of Communication of the Republic of Indonesia in 2003. The results of this study also 
show that 100% learnability, efficiency 66.66%, memorability 58.33%, satisfaction 53.33% that 
can be used by users [9]. 
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The study entitled Measurement of Usability of Financial Information Systems Case Study: 
Duta Wacana Internal Transaction (DuWIT), discusses how much the level of understanding 
and difficulty of users in using the transaction system through the DuWIT application. The 
results of this study indicate usability above 72% so that this application is declared user 
friendly [10]. 
3.2. Usability 
Usability is defined as a quality attribute that assesses how easily the user interface is used, thus 
enabling the user to develop tasks clearly, transparently and useful [11]. Usability is the 
interaction between the media and the user [12]. Planning The initial stage of the system uses 
usability and interfaces for users [13]. Usability can be seen as one of the criteria to ensure the 
level of good and bad of a product [14]. Problems in usability are caused by a lack of 
knowledge that is often identified when first using the system [15]. Usability of software 
products has become a key factor in software quality [16]. Usability is one of the most 
important parts to know the characteristics of the quality of a system [17]. 
3.3. Usability Engineering 
Usability engineering is a discipline that provides structured methods to achieve usability in 
user interface design during product development [7]. The stages of usability engineering are: 
a. User identification, that is before designing the interface, the most important thing is to 
understand the use of the system. User identification uses a questionnaire through several 
questions regarding gender, age, education, etc. [17]. 
b. Designing the interface appearance, which is designing user activities in the system. 
c. Choosing a color that is, color attracts attention because of someone's eyes, if used correctly 
the display becomes more attractive but if used improperly it can interfere and make the 
eyes become tired and affect the usability of the system. 
4. Methodology 
This study uses a method adopted from the usability engineering lifecycle [7]. Evaluation using 
SUMI by paying attention to efficiency, effectiveness and satisfaction and error rate on a system 
so that the system is feasible to use. 
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Figure 1 Research Method 
The stages of the research method consist of: 
a. Platform Constraints 
This stage is used to determine the tourism system development platform Bogor. 
b. Design Principles in general 
This stage is done using literature studies on user interface design based on the book The 
Essential Guide to User Interface Design [17]. 
c. Conceptual Model 
This stage analyzes the user interface design sketches. The interface sketch is done by 
identifying the main navigation of the system. 
d. Screen Design 
This stage is done by analyzing the interface design design by paying attention to the 
standard aspects of the layout of a system. 
e. Detail Interface Evaluation 
Detailed interface evaluation using the SUMI questionnaire with 10 respondents 
5. Results 
5.1. Platform Constraints 
Tourism system development platform is mainly used is the Acer Aspire E1-431 device, Intel 
(R) Celeron Virsion Processor 03.72.02V1.24, 2048MB RAM Memory, 550 GB Hard Drive, 
VGA Intel (R) HD Graphics, MI 4S XIAOMI Device , Resolution: 4.5 inches (480 x 854 pixels, 
4GB Internal Memory, 512MB RAM, 8GB External, Adobe Photoshop CS3, Microsoft Office 
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2010, Operating System: Android Jelly bean 4.1.2, Android SDK and ADT Plugin, Android 
Studio, Windows Operating System 7 Ultimate SP132bit. 
5.2. Design Principles in general 
The design principle is generally used by referring to the book Galitz (2007). The principle 
consists of:  
A. Website Page layout 
Website layout consists of page layout, homepage layout (McGovernt et al 2002). Home page 
layout is the first page that is seen by the user. This application has a homepage layout and 
document layout shown in Figure 2.  
’ 
Figure 2 Home page Bogor Tourism Application Layout 
B. Scrolling 
Scrolling is used to display all data contents. Because the information provided is quite large, 
scrolling is needed on the right side of the tip which is marked with an arrow, the scrolling used 
is the scrolling button type shown in Figure 3. 
 
Figure 3 Scroll Button 
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C. Message Boxes and Windows Pop-ups 
Message Box is used for messages in certain situations or certain conditions, for example when 
a user succeeds or fails in uploading or downloading files, or when there is a warning message 
Contact list Empty. There are no Message Boxes and Pop up Windows in this application. 
D. Color  
The background color of the text used is white and blue. The blue color for the background of 
the top position of the webpage, the white color for the Masthead section and the text using 
black the results of the display can be seen in Figure 4. 
 
Figure 4 Color display in aplication 
E. Logo 
The logo located in Figure 5 is a symbol and characteristic. With the logo makes it easy for 
users to recognize the institution. This application logo is placed in the middle position on the 
start page of the application. 
 
Figure 5 Bogor Tourism Application Logo 
 
5.3. Conceptual Analysis Design 
Conceptual Design Analysis is done by analyzing the stages of the user using the Tourism 
application. The stages of using e-learning consist of: 
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1. The user opens the main page of the Bogor tourism application 
2. After successfully opening the main, the user opens the tour list menu. 
3. Choose one tourist list and read information. 
4. Users open the Cultural Heritage menu. 
5. Choose one of the cultural preservation and read information. 
6. The user opens the Lodge menu 
7. Choose one of the lodging and read information. 
5.4. Screen Design 
Screen design standards are carried out by analyzing the specific needs of how the e-learning 
system operates. The contents of the screen design are: 
1. Designing headers and footers 
2. Handling errors 
3. Button 
4. Text, Label and column filling 
All contents about screen design have been discussed in the General Design Principles 
5.5. Detailed interface evaluation 
This study is usability engineering and usability evaluation in the application of the Bogor 
Regency Tourism and Culture Information System as many as 10 respondents. This study used 
a questionnaire adopted from SUMI (Software Usability Measurement Inventory). The purpose 
of conducting the questionnaire is to evaluate the tourism and cultural information system of 
Bogor Regency, measure usability and can be a learning medium for instructors  for the 
application to be used. Usability is a context for using applications with measures of 
effectiveness, efficiency and satisfaction so that they can measure the extent to which an 
application can be used easily. 
Usability which is a context for using applications with measures of effectiveness, efficiency 
and satisfaction so that they can measure the extent to which an application can be used easily. 
This questionnaire sheet contains 30 questions about usability of users in accessing the Bogor 
district tourism and culture information system for 10 respondents. Choice of questions consist  
(S), don't know (TT) and disagree (TS). where S (agree) multiplied by 4, TT (do not know) 
multiplied by 2, and TS (disagree) multiplied by 0. Results of calculation of Median 
Effectiveness, Efficiency and satisfaction for Respondents are shown in Table 1, Table 2, Table 
3. Results of calculations based on categories found in Table 4. 
Table 1 Effectiveness Category 
Effectiveness Category 
1 2 3 4 5 6 7 8 9 10 
50 80 80 85 85 90 90 100 100 100 
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Table 2 Efficiency Category 
Efficiency Category  
1 2 3 4 5 6 7 8 9 10 
40 50 50 55 75 75 80 80 90 100 
 
Table 3 Satisfaction category 
Satisfaction category  
1 2 3 4 5 6 7 8 9 10 
75 80 80 85 85 95 100 100 100 100 
 
 
Table 4 Result 
User 
Respondent 
Effectiveness Efficiency Satisfaction 
1 50 80 80 
2 80 40 100 
3 100 75 100 
4 100 75 100 
5 80 80 95 
6 90 90 75 
7 100 100 100 
8 85 55 85 
9 85 50 85 
10 90 50 80 
Med 87.5 75 90 
 
6. Conclusions 
The conclusion of this study is that usability of a system is very important, the results of 
usability calculations in this study are effects 87.5, efficiency 75 and satisfaction 90. The 
usability calculation results state that the system is in good category because the median results 
are above average. It's just that there are a number of features that are not yet available on this 
system such as a Masthead. Footers, Message Boxes and Windows Pop-ups, downloads and 
forums. 
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